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availability* 
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The Legend of the Card Masters 

The l-and of Rlt^men has Long beeii a 
gcHthci-'ing pl(5C£:' for people fri>m dll 
over ihe known world. Rich in leg¬ 
end, long in, tnidition,, there sre 
many who sec it as d Innti ot uirlim- 
Ited opportnnity. Some, in order to 
gain fame and forhjnc,, have visited 
this land lo fulfill their dreams. 

According to the ancieitt legends, after the Kelgn of Fvil instituted 
by the Empress Kimsdla was toppled by the combined magic of 
the ancient order of the Card Masters, a long era of peace began 
in the kin.gdoin. But there is a dark side of hu man nature that is 
cver-projient in even the most ideal of lands. The six kingdoms 
on the island of Elemen were less than Utopian. 

Disputes broke out constantly 
among these six kingdom?, but 
they were always minor and 
irtconvenient, rather than dan- 
gerous. But in time these seemingly minor disputes spilled over 
and became as a storm over the land. Eventually the conflict 
spread out over the whole island, with each of the kingdoms 
figiiling independently for control of the island. This continued 
on for nutny years. The cities were turned to i iiins,, and despair 
covered the land. 

Taking advantage of the times of unrest, CaLncK.m, one tjf the 
court magicians, launched a coup against King WagiialL The 
King was killed in the conflict, and the evil Gain eon ascended to 
tlic tlu one. Ln the conflict the King's tw'O daughter? d]sap].?eared. 
Their wherealx>ut? j??till unknown. 
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The Players 

No man can go it alone, and a good warrior wants like-minded 
partners to share the load and the glory. Rooks will have to meet 
hi? companions along the road in the midst of adversity - you get 
to meet them here at your leisure. 

Rooks, the Card Master 

The ancient art of the Cards has 
been slowly dying out for over 
two hundred years, in the distant 
past, when the Evil Empire of the 
Empress Rimsala was at its peak^ 
t!ie discipline of the Cards w^as 
handtHl down from father to son 
lltrough the generations. Tlm>ugh 
the teaching? of the great Card 
Masters of old, a valiant group of 
resistors constantly harassed tlie 
regjmCr and made possible the 
overthrow^ of fhe Evil Empress 
after a struggle that took the lives 
of many a brave sorcerer. 

Now the childhood memories that Rcx>k? has of his father's use of 
the Cards is the only thing keeping the struggle alive. Each day 
Rook? brings out the Cards, shuffles through them, stares into the 
hiees printed on the front,, and tries to remember what he's seen 
his .father do with that Card in the past. Each day he tries to east a 
few spells using what he remembers - or thinks he Ri'mernbers. 
So.metjme 5 something happens - usually he sits and wails, tiien 
tries again. Through trial and error, an.d instructions from his old 
friend Reinoll, Rooks struggles to master the art of the Cards 
before it's too late. 
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Teefa 

When Galiiieon started the coup 
and dark days fell over Galnia and 
the surrounding citieSr both of the 
King's daughters disappeared 
without a trace. Princess Teefa, 
never known for her loyalty, Jiad 
originally aligned herself with her 
old ally Darwii^. But now she 
seems to have switched sides and 
taken up with her fallier's arch¬ 
enemy, What could be iter plan - 
or is there a plan? 



Ariel's father. Rooks' falSier, and 
Axs made up one of the most 
fatnous fighting groups in the his¬ 
tory of this land - the Three 
KEtighls of Lex ford. The exploits 
of these three in defense of their 
land is legendary. But something 
has happened that no i>ne can 
explain - this son of a great war- 
ritJi> taught well fn>m birth,- given 
the training r^f a warrior in accrn- 
dance witli the wislies of bis. 
father,- has gone over to Eire other 
side^ plotting against RtM^ks and 
liis companions. What other 
unusual things are afoot here? 



Salah 

Tlic daughter of the slain King 
VVagnall was entrusted to AxS for 
safekeeping. As a member of the 
Royal Fam]ly,oibe carries a secret 
that Rooks' party needs to get into 
Stavery^ Tower to stt>p the Evil 
Empress Rimsala from complet¬ 
ing her wicked plan of conquest 
Clev^er and brave, Salah has the 
strength to follow through in the 
face of dire circumstances^ and 
will never give up until Calneon's 
plot has been thwarted and peace 
re.storcd to her homeland. 

Axs 


The <mly living member of the 
legendary Knights of Lexford, 
Axs is everything a ivarrior 
should be - Itjyah intelligent, fear- 
Uxss, resourceful. The ciiildren of 
Hlemcn learned of the bravery 
and chivalry of these courageems 
men^ and dreamed of tme day 
being a-sked to join their ranks. 
King Arthur of the Round lable 
was once heard to remark^ "If I 
had but a dozen men the likes of 
this one, I would rule not only 
England, but the world." 
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Reinoll 

Goud old Reinoll - vv’here would 
our heKi be without his kind con¬ 
cern and sage advioe? After fol¬ 
ic jvving various disciplines 
brought into the Kingdon^ from 
exotic distant plac^es, and master¬ 
ing the strange and powerful ways 
of niagic^ Reinoll decided to with¬ 
draw from tile world to his htd- 
lowed-out tree in lire wcHids^ to 
read, to study, and to ponder the 
foibles of men, elves^ dwarves and 
fighters. 


T!ie Sorcerer has remain.cd 
iit the hills, living like a her¬ 
mit and meditating on his 
past as a w^arrior and 
Weaver of Spells, for many 
years now; j'he focus of his 
life, the reastm for his very 
existence, has become the 
guarding of the Crystal 
Sword in preparation for the 
day wlieii the uprising 
against the wicked CSalneon 
c<m begin. Witii his com¬ 
mand of all the disciplines of 
magic from around tlie 
world, the Sorcerer is just 
the one to protect this valu¬ 
able treasure from. harm. 


The Sorcerer 



S 



Darwin 

The first encounter with Danvln 
takes place when he's doing what 
he does best - hiking on a horde 
<if attacking monsters while 
^xilitely declining offers of help. 
Self-reliant and confident, Darwhn 
seems to turn up at the most 
unustmi moments,- save the day, 
tlten quietly slip away while otii- 
ers arc wondering what hap¬ 
pened. A valuable additio]! to any 
team - if you can gei him to join! 



Sylph, fhe Wind Spirit 



Spirit Cards 

Each of die Spirit Cards 
has an attribute that is 
effective in attacks 
against enemies of cer¬ 
tain other attributes (See 
the chart on the follow¬ 
ing page for more infor¬ 
mation.) Study the 
strong points of each 
spirit and use theiti 
when 

appropriate. 



Efrite, the- Fire Spirit 



Mqrid, the Wa^er Spirit 






































Use of the Controller 


S4ilKCt KuttlijCI 





..A Button 

/ Usa?l LoeiHLipflCim- 
V inlands, ntfrftLi 
1 


B Button 
U:HL!d to-canoeL 

CC.uvnriiinLls niul 

menu chok'L's 


L-shkI fL> fi-ti^i't the f^tiio 


C.'ontci£>l I’iid ■ 
Uiod tfi mtivu' j'^'iu^ 
olM raitei. Ptush 
upper lirui 4r» enter 


A, X, or Y ftutlon cfni be used lo 
scroll thusugb mesfia|»cs. 


Starting / Continuing a Game 


When, yon first start the game the title screen ivill 
appear as shown. Notice that the words New Game 
appear m whlte^ while Hie word Continue is ghosted 
(Appears as a grey shadoi'V)- If menu selections remain 
ghosted ^v!len yon try to pick them^ it means that this 
selection is not available at this time. 


After your first save you will be able to select 
Continue and skip the introduction, After selecting 
Continue, YOU will be asked to select vour file number 
( Sc,!e, Saving Your Game, pg. 15 )dUp to throe games 
can be saved in your Game Fak, Select the file contain¬ 
ing your game and enter yonr selection. You can now 
begin your game from where you last left off. 
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Main 

Menu 


Look 

Wdi^lc 

C^wiprrh^init 

CaI* 



Map 

Colo*' 

formation 

Moriie^ 


412GI> 


PLtshuift the A Bieton during gtime play will bring up the main 
menu. Here is an explanation of the enfrles. 


Look 

Take a look at v/lrat's around yoit. 


Call 

Usod to call up a spirit to help. 

Map 

lu aroas wlicro a map ift nece^sar^f tlie map i.s njViiilablC- -Areas 
wlTtu'c yqn'vo gone are shown with dai'k rmes, and tlio unexplored 
a areas aro sboum in Light lines. Tho cursor will siiow wliqrc you are 
and vvl’iat direction you are facing. 

Magic 

Clives you a list of the magic spells you ha\^o in your inventory 

Ability 

Clives a list of conditi(>ns and Ivnw the character is faring. 
OtegorieHi include Strength, endurance^ intelligence, etc., as well 
as yoijr character's HF, MF, and Experience pennts. 

Color 

Adjusts the color in your text display. Set this tj-ption to make the 
windt>w the color ot your cht>ice. 

Equipitienf 

Sh{>i\’s inventory of weapons and defensive items in yt>ur pK>sses- 
sioii. 

Inventory 

Shows cards and items yOi,i are presently holding. 

ForntLition 

111 attacks, Fo-rmation detemtii'ies which characters are in the front 
line of attack and which ate in the batk,Select which character yon 
want to move, then move the stjuare red cursor to the sp<?t yoif 
want to nm>ve to, and t]i(.i.se two positions will exchange 
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Tips on Using the Menus 



* Armor, shields, ^nd weapons can be distrilnited to members 
ol your parly. Lefs say yori wajit to move the Splint mail trom 
Kooks' inventOTV tt> Axs's inventory. Select Separate from lire 
meivij. Then, select Kooks' picture and push the A Button. The 
curstjr will start flashing artHtiid Rooks’ disphiiy. Then move 
the red bar cursor down to the Splint Mall and choose it by 
using the A Button. Mow select Axs's picture, press the A 
Thittcm, and the Splint will be t.ransferred to Axs. 

Ghosted items are unavailable for u.se by tlic selected charac¬ 
ter. For example, spirits do not need Ar.mor, so Armor will be 
ghosted if one of the spirits is selected. 

^ Unneeded ei:|uipmeitt can bo discarded at any time, cjr sold in 
the village for cash or othev items. Sec the section on the 
Outfitter's shop. 

* 

When deciding on your formatjo]i, remember to keep 
stronger, bettci'-ecjuipped characters in the front, particularly 
if tlicy're using short-range weapons. Spirits can use magic 
from the back row of formal tions, 
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Using the Attributes 







Attributes of Cards, enemies, 
allies, and spells are vei y 
important. Certain spells are 
only effective against enemies 
of certain attributes, and tire 
attributes of members of your 
party can mean the effective¬ 
ness of spells cast by enemies 
can be increased, diminished, 
or thwarted completely. 

Study and remember the chart 
above. The chart sliow^s vvhich 


which cjther attributes. A spell 
with a Fire attribute is effective 
against an enemy with a Wind 
attribute, and against an Farth 
attribute, but not against a 
VVater attribute. If your enemy 
cast a spell with a Water 
attribute, yon can counteract it 
by making sure that all the 
members of your party have an 
Ec'irth attribute. 1,.earning to use 
the differences in attributes to 
your advantage is a sure WnTy 
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Chapter 1 

The Journey Begins 
The Village of Galia 

Explore the village thorouglily before ytju aet out on your journey 
into the iinkrtown - yoii'll need lots of weaponii^ magic.r and equip¬ 
ment to make it through tlie countryside. Enter buildings hy 
pressing the upper arm of the Control [-"ad. Make your selections 
with the A button. If you change your mind, you can track out of 
your selection by pushing the B Button. When you've made your 
selections exit by pusliing any of the four buttons {A^ B, X, Y). The 
gate of tlie village is the gateway to adventure, but those who pass 
through the gate unprepared will surely meet their doom. 

The Alchemist behind the counter at 
the Apothecary is the local gossip - he 
always has a bit of infoniiatioji for you. 
Ho doesn’t know much, but hc1l talk to 
anyone. Select Cr,)nversation to find out 
wliat iie knt>W'S. Pick up tidbits of gos¬ 
sip from him, but move on wli;en he 
starts to rui'peat lumself. 



When you enter the Apothccar}- you'll be 
asked what you w'ould like. Conversations 
will liclp you along your way^ and Elixir 
items w'ill .increase your strength atid stami¬ 
na. You can get water, an elixir, or food 
items there. All of them will help mentbers 
of your party. 


IGP 

€.iixir 

^G4> 

Food A 

lOCP 

Food B 

20GI> 
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The Inn of Galia 

The. inn in Galia is the first roadside 
slop you']! encoLEnter, but titere is an 
inn in each of tlief towms you come 
across during your purney. A room ai 
the Inn is just w'hat the w^eary traveler 
needs to replenish his energy iii'sd clear 
his bead. WM’ie]’! you need a break, tell 
tlic young lady behiiid the counter - 
she wu|i rent you a room. Tlie next 
morning she will svake ytju up and 
send you cm your way ivilli a ivord of 
encoLiragement. 

Saving Your Game 

Save your game whenever you are at an Inn. If you can get to an 
Inn before you attempt a dangerous move you might be able to 
avert a disaster or reverse a defeat. Follow these steps to save 
your game: 

1 . Select Save from the A Room f Save menu while you are in 
ore of the inns. 

2. Pick a File. Up to three games can be saved on the same 
Game Pak. Be sure not to write over someone else's game! 

3. Be sure that your game is saved. If the save has been suc¬ 
cessful you will get a message saying, “File successfully saved". 
If, for any reason, your file is not saved, you will get a message 
telling you so. Please try saving your game again, or use another 
file number. 
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The Outfitter's Shop 


Thti Outfitter hati. weapons find 
items hi bu)v sell, and trade. 
Stroll Ibrougli the list of Items 
or Weapons to see vvKat is 
available. .4s you select an 
cnlH'' a dcsri'LptiijR of that 
entry wil! appear in the display 
at the bottom of the screen. 

The icttci'sat the bottom of the 
screen stand for the names of 

the characters (Rooks^ Darwin, Axs. Salah, Teefa). If a character 
can use that item the initial will be white - if the initial is ghosted 
that character can not use that item. 


The Oi]tf].tter w'ill also buy 
back itemSr and you can trade 


900GP i- 

weapons in your inventory hir 


,«1 

items you want- After select¬ 
ing what you want the 

1 ^OGP 

Outfitter will ask you how yon 


1 BOGP 

want to pay. If you select 


. 

Trade you will have to cllOOSC 
an item y^ou want to sell back 
to him. Of course, the Outfitter 


300GJ> 

4^aGJ> 


i.s in business t(.> make a profit, 

and will not offer you as much for an item as you paid for .it. If 
you don't like the aiTiounit you've lieen offered you can select 
Refuse and keep the item. 
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The Spirit Healer 



The tcirt in the square in Clalia holds 
someone who wull help you on your 
journey. The Spidt Healer has a habit 
of appearing out of nowhere, setting 
up her tent, then disappearing under 
cover of night- You'll, her in differ¬ 
ent places on your travels. She can sell 
you cards of all aliributes In help you 
defeat your enemies, or heal the spirits 
travelling with you. 


Buy 


Selecting Buy will britig up the Card 
Purchase scretni. Select the card yon 
want using the Control Pad and enter 
your selections with the A Button. 






S-piril ti>T-r^uJd yOv 



Heal 

The Spirit f kaler can restore any of 
your spirits that have been destroyed. 
WhtMi she asks about healing spirits, 
answer her questitnis atld she will bring 
any spirits ytni have lost back to health- 
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Balnia Temple 



CXir brave crew strikes out from Galia to the Balnia 'I'emple 
searching for the first of ihe Tredsures - the Crystal Sword. 
Enemies wait around every corner, BL 2 arre creatures assault lire 
parbr' at every step. The labyrinth stretches on forever^ ail the 
walls look alike, Weren't we here before? Doesn't thatoirner look 
familiar? What v%'as that mirvement? A gotjd place to use the map. 



Find exit doors and remember 
where they arc. They arc the 
oniy way to get back to the vil¬ 
lage to restock and reeuperate. 
A visit to the hotel wall refresh 
your tired comrades when they 
are exhausted. 


Treasure che.'sts remain ludden until yon arc very 
close to them - only those brave enough to explore 
into the depths ivilj, come across Treasure Chests. 
Open them carefully and use their contents wisely. 



Draven Pass 



Betw'ccn the village of Dijraf 
and the Forest of Doubt lies tire 
labyrinth of Draven Pass and 
the Crimson Valley. CK-'crrun 
with fierce beasts and deadly 
foes, the iwisted passageways 
through the Pass will confuse 
even the most intrepid of fight¬ 
ers - watch your step! 


As Ktjoks and Si^lah try to find 
their way through the twisting, 
turiling alleyways in the Pass 
they come upon a strange sight 
- a stranger,, fighting alone 
Ogaius t a .sct>re of enemies. They 
offer their help in the battle. 




After defeating the enemies. 
Kooks finds that they have 
someone in common - Darsvin 
was the first caretaker of 
Princess Teefa after the over¬ 
throw. But now it seems she 
has gone over to tire other 
side. I^erhaps we'll meet up 
with her^soon. 












































Reinoll the Elder 


Along the way Rooks slops in 
for a rest and some informa“- 
tion at the home of Reinoll t he 
Hlder - wii^ard, sage, alchemist 
Renaissance man, Surrounded 
by his library of rare and 
unusual books^ Reinoll tells 




The foctr kinds of spells 
- Wind, Fire, Water and 
Earth. Each with their 
t>wn unic|ue powers 
and qualities. All fotir 
are needed for the bear¬ 
er to accomplish hiS 
assig]ied task. 


Rooks of the Treasures and 
spirits needed to defeat 
RimScila. Tlicn he eonhrms 
Rooks' worst fears - the only 
one who can accomplish line 
tfisk is a true Card Master. The 
die is cast . 



The Three Treasures - 
the Spirit Sw'ord,, 
Enchanted Jewel, and 
Crystal Sword. FtJ-rmed 
in fire, sbengthened in 
adversity, passed down 
through the genera¬ 
tions. 
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The Ice Mine 



The Ice Mine - miles of frigid 
corridors populated by crea¬ 
tures whose blood runs as cold 
as the ice stalact.it'es in the dark 
recesses of the mountain. The 
goal in this torturous quest - to 
find the Lava Room and its con¬ 
tents - the Enchanted Jewels the 
second in the trio of treasures. 
Press on to the prize. 


After picking up information 
from Reinoll the? Elder^ our 
party takes o-ff foi’ tlie volcanic 
Crystal ro,inf Mountains and 
the Ice Cave hidden on its 
slopes. The moutli is w'cll hid- 
den, but our party knows the 
ivay, and arc soon exploring 
inside. 




The I Jiva Rc.umi - unbelievable 
heat from p{)ols of molten metal 
surrounded by bitter cold. 

Pools of lava make passage 
inn possible. ,4ny eneinies met 
here snustbe dealt ivith here - 
no chance of escape^ no chance 
of fhglut “ aild^ if a warrior is not 
quick enough or nimble 
enough, no cliancc of survival. 

21 































The Village of Doraf 

Next stop - llic’ sl£.?[)py villngc of TUoral. The battle at Balnia Temple 
lias taken its lol! of our party, and Rcjok.s and frieiids take refuge 
in tlie village (>f Doraf^ home of Axs. The party takes advMJitago of 
the break in their trek to rest aiKi re-equlp before setting out for 


After the battle in B(ib’iia Tei^’iple the 
party makes its escape to Ax s' house 
hidden in tlie woc^ds. ft is here that 
Rooks meets Salah, tlic yotmg 
daughter of the sLain King and the 
next potejitial member of the party. 
Sitiah may look demure, but she's 
eourageoiis and resourceful 

The Merchant of Doraf has set up his 
shop in a back aMe\^ in the village. 

Tiie h>cal constabulary thinks that 
he's just selling pi oduce and dry 
goods, hut he's got a little sidebtisi- 
ness - selling weapons lo knights in 
need. If you know how to ask lac'll 
sell to you, too. 





rk>n't spt?nd any more time with this 
1.1 nscrupulous elraracter tlian you 
hav^c to. One look in. liis face wall tell 
you there's nothing to be gained hy 
anEagoni.z.j.ng this guy. Just get wliat 
you need and continue on. Heavier 
weapons than in Galia, and corre¬ 
spondingly high prices. 
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Stavery Tower 

After regrouping in the EJf 
Village, the party sets off on 
the long trek up the moimlain 
to Stavery Tower and the final 
eonfremtation. In the tower is 
floor after floor filled with ene¬ 
mies lurking in every dark, 
dank corner. Remember where 
you are,, and keep a sharp eye 
on your cermpass. 


Each floor in Stavery Tow'c]' 
has a secret door leading to 
the next level Each door you 
find brings the party one step 
closer to the confrontation 
wdth Gal neon and Riinsala. 
That's one step closer to total 
victory - or utter defeat, 





The final confrontailon with 
Gc'ilneon to decide the fate of 
our hero, ins band of w'arriors, 
and the entire island of Elemen 
will take place in this, very 
roi>Tn, at the top of Stavery 
Tower, final victory is in yonr 
hands - and in the cards. 
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Items 

Foll^iwjn.g iti 3 list of yoi,] Cfin pick (Ip illortg EilO tViiy and tlic cttccl 
McJi one hiTs/niiC price for Mch Item varies ivitb each level. Useyoicr 
money and itenvy wisely. 


Sleeping Kflg 
Tent 

Strength Honey 
I n tel] Lgence Hoimy 
Endurance Ht^ney 


HFand MF restored to original condition 
I-IP and MP restored to or.igin;il conditicm. Also 
reverses [*are lysis and Pet rify speElSu 
Increases mustl'e pCJwer flnd pliysicaE sirengilr 
Increases intelligence and aptitude 
Increases erdorance aa'id jX:rsoveraiiicc 


Agility I lont^y^ 
Kcstorc Honey 
MP 1 loney 
Herbs 
MeciTd.tie 


Incfcas^cflagility and dcxterliy 
Maximum HP is increased 
Maximum !V1P is increased 
Restores some of your I IP 
Restores larger portioir of yonr HP 


Silver Plask 
Gold Flask 
Maiden'.s Tears 
Moon Oil 


Restores some of your MP 
Restores larger pemtion of your Ml^ 

Reverses Petrify spells (Only 1 Party member) 
Reverses l^aratysift sp<."13s ((July 1 l^irtv inemLsec) 

ARMOR 


Bracelets ‘ 

Iti Ax Sa Ar 

Ti£ D^jti 

DP 

CxP 

Talisman 

X 

X 

20 

300' 

Rune Gauntlet 

X 

X 

40 

500 

Mi thrill Cauntlet 

X 

X 

160 

3000 

Magic Gauntlet 

X 

X 

ISO 

I0(X>0 

Spirit Gauntlet 

X 

X 

200 

2 

Moon Gauntlet 

X 


220 

4000 

Cursed Gauntlet 

X 

X 

10 

2 
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V 


Armor 

tip 

A)t 


Air 

Tl" 

CJms 

nn 

Cl" 

aut 

Soft Leallrer 

X 

X 

X 

X 

X 

0 

20 

100 


riard Leather 

X 

X 

X 

X 

X 

0 

30 

300 


King Mai i 

X 

X 

X 



0 

40 

500 


Scale Mail 

X 

X 

X 

X 


0 

60 

700 


Chain Mail 

X 

X 

X 



0 

SO 

1D1X3 


fSreast Mail 




X 


0 

S5 

1500 


Breast Plate 

X 


X 

X 


0 

100 

2000 


Seasn Mail 

X 

X 

X 



0 

■J20 

3000 


na le Mail 

X 

X 




0 

145 

4500 


Mifhril Chain 

X 

X 




0 

150 

5000 


Mithril Flal-e 

X 



X 


0 

160 

7500 


Mithril XIail 

X 

X 




0 

180 

10000 

Wind 

Demon Mail 


X 




0 

205 

20000 

Earth 

Dragon Xtail 

X 





0 

190 

20000 


Magie Plate 

X 



X 


0 

2fX) 

250IX) 


Ma.gk Mail 

X 



X 


0 

215 

30000 


Farth [^late 




X 


0 

230 

20000 

Rartlr 

Grand Armor 

X 





0 

240 

30000 


Rococo Mail 

X 

X 

X 

X 

X 

0 

35 

50000 


Robes 










Robe 



X 


X 

0 

25 

150 


Silver Robe 



X 


X 

0 

100 

750 


White Robe 



X 



0 

145 

1000 


Shaman RcibE^ 



X 



0 

160 

20 


Magic Robe 





X 

0 

180 

1501X1 


Robe of Valor 





X 

0 

200 

30 





Shields 

[ift Ax 

Sa A r Te 

Dam 

DP 

CP 

Small Shield 

X X 

X 

0 

2ft 

180 

Shield 

X X 

X 

0 

40 

300 

Spike Shield 

X X 

X 

0 

SO 

750 

imn Shield 

X X 

X 

t> 

120 

1000 

Mithril Shield 

X X 

X 

0 

140 

15tX} 




0 



Shield 

X 


ft 

170 

25D0 

Demon Sliield 

X 


0 

ISO 

2m 

Magit Shield 


X 

0 

160 

400IX) 

Caesar Shield 

X 


0 

200 

45000 

Grand Shield 

X 


0 

220 

24800 

Enchanted Sliield 

X X 

X 

0 

10 

Z 



Weapons 



Axes 

Kh] Ax 

Sj Ar It 


DP 

GP 

Flying Axe 

X X 

X 

5ft 

0 

450 

Biitde Axe 

X X 


70 

0 

ITtlO 

Great A,xe 

X 


100 

Q 

4S(X1 

Demon Axe 

X 


161) 

0 

0 


Whips 

VVliip 


X X 

35 

00 

170 

Chain Wlrip 


X X 

55 

0 

550 

Elacktliorne Whip 


X X 

6ft 

0 

5500 

Hammers 

Kn A;( 

Sa Ar 

Ijsrlt 

DP 

GP 

Xlace 

X 

X 

65 

0 

1000 

Flail 

X 

X 

90 

0 

1500 

Battle HL=imnier 

X 


90 

0 

1200 

Morning Star 

X 



0 

6(K]0 


AHt 


Attr 


Efirlrb 


Abtr 


26 


Swerds 

Ro 

A^s 

Si 

Ar 

Tfi 

Dnnt 

UP 

GP 

Artr 

Dagger 

X 

X 

X 

X 

X 

20 

0 

100 


Short Sword 

X 

X 

X 

X 

X 

40 

0 

200 


Long Sword 

X 



X 


60 

0 

500 


Broad Sword 

X 



X 


BO 

0 

1000 


Scimitar 

X 

X 


X 


100 

ft 

1500 

W’ater 

Ice B1a?le 

X 



X 


120 

ft 

20CK> 


Undead Glade 

X 





140 

ft 

3000 

I'ire 

Fire ijiade 

X 





160 

0 

5ft00 


Dragon Blade 

X 



X 


ISO 

ft 

75tXi 


Magic Sw^ord 

X 



X 


200 

0 

KKKN) 

W'ind 

Ldgh tiling Sword 

X 



X 


220 

0 

13500 


Deeijinee 




X 


240 

0 

io(m 

All 

CPf^stal Sword 

X 





230 

ft 

2 

Ail 

Spirit Sw'ord 

X 





260 

0 

2 


Giant Sword 

X 





280 

{) 

2 


Golden Sword 

X 

X 

X 

X 

X 

too 

0 

300150 


Cursed Sivord 

X 

X 

X 

X 

X 

100 

0 

0 


WaDds 










Stall 



X 


X 

30 

0 

150 


Mage Staff 



X 


X 

50 

ft 

400 


Memory? Wand 



X 



60 

0 

700 


Firebra nd 



X 



lOtJ 

ft 

IftOft 


Elder's Sltill 



X 


X 

no 

0 

4500 

iVind 

Winb 



X 



[20 

0 

lOftOft 


Staff of Wisdom 





X 

140 

ft 

7.500 


Spirit Staff 





X 

160 

0 

SfXW) 

IVind 


2 ? 




Abbreviations 
Ijsed in Charts 

W?9|pons bind Armor Ctiarts 

Ro - Rooks^ A)f - Sa - SaLih, Ar - Ariel, Te - Teefii, Dam - 
Damage^ DP - Damage poinEs, GP - Gold pieces, Alt - AtEributc- 


Spell CharEs 

Alt. - attribute^ W -WaEer, w - VVind^ F - Fire, E - EarEh 
cniumn - whether tlie spell affects all enemies on the screen 
(All) or one at a time (S). MR - Magic Points 


Spell Name 

Spells 

Alt, * UF 

Effect of Spell 

Lighlning 1 

Wind 

A 


All attack<i\i by Ugbtnirg 

l.igtitrtjiig 2 

Wind 

A 

1.4 

All bracked by lightning 

Lightning 3 

Wind 

A 

20 

.All attacke<3 by lightning 

Smash 1 

Earth 

A 

fi 

Thi'ow stoiies at enemy 

Smash 2 

Earth 

A 

U 

Throw stones at enemy 

Smash 3 

Earth 

A 

20 

Throw Stones btl enemy 

Water 1 

Water 

A 

H 

Enemies are drownerl 

Water 2 

Water 

A 

14 

Enemies arc drowned 

Waters 

Water 

A 

2j(} 

Enemies are drowned 

Fiatne 1 

Fire 

A 

8 

Enemies bit tacked by fire 

name 2 

Fire 

A 

14 

Enemies attacked by fire 

Flame 3 

Fire 

A 

20 

Rjiemie* attacked by fire 

AHribulc 1 

w W 

S 

10 

Effective against E ^ W 

Attribute 2 

w W 

A 

15 

Rffai^live against H & E 


28 


Attribute 3 

E VV A 

20 

Effective against W & F 

Attribute 4 

w F S 

15 

Effective against E & w 

Attribute 5 

EF S 

20 

Effective against w- & W 

Atti'ibule 6- 

W F A 

23 

Effeciiveagainjit F fc w 

Attribute 7 

w E W A 

24 

Effective a.gainst H, W & F 

Attribute K 

w^EF S 

24 

Effective against E, W & w 

Attribute ^ 

W F A 

3U 

Effective against E, F ■& w 

Allribute ID 

EWF S 

30 

Effective aga inst W, w & F 

Attribute 11 

Al! A 

40 

Effective against All 

Call Wind Spirit 

w A 

40 

Summons Wind Spirit 

Cal! Earth Spirit 

E A 

40 

Summons Earth Spirit 

Cal! Water Spirit 

W A 

40 

Summons Water Spirit 

Call Fire Spirit 

F A 

40 

Summesns Fire Spirit 

HP Kestoro All 

A 

30 

Restcires t-ll* for A tl 

HP Pesldre 

A 

30 

Restores MP for one 

Heal 1 

S 

1& 

Restores HP 

Heal 2 

S 

24 

Restores HP 

Heal 3 

S 

42 

Completely R't^tortis 

Heal Ail 1 

s 

20 

Restores some HP for all 

Heal All 2 

A 

40 

Restores some HP fo!' al! 

Chaos Wind 

w A 

25 

Sweeps enemies away 

Entomb 

E A 

25 

buries enemies 

Destroy 

F A 

25 

Destroys enemies 

Paralys!^ Alt 

A 

23 

Piiraly^es all enemies 

Petrify^ All 

A 

23 

Turns enemies to stone 

Steep All 

A 

2[1 

Puts enemies tcii steep 

Confused All 

A 

20 

Prevents logical thinking 

Paraly^^ 

S 

13 

Paraly 2 es one enemy 





T’^trify 

Water S 

Sleep 

A 

ConfustiH 

s 

Offense Impair 

.A 

Olfcnsc Impair All 

S 

Defense 1 in pair 

A 

Defence Impair All 

S 

Accuracy Impair 

A 

Accuracy Impair All 

A 

Attack Impair 

A 

Attack Impair All 

A 

Ruinous Mission 

A 

Ficc 

A 

Ckidge All 

A 

Wail All 

A 

Accuracy [jiicrnasc AH 

A 

Stomp .All 

A 

Change Alir. to Wliid 

A 

Change Altr. to Earth 

A 

Change Attr. to Water 

A 

Change Attr. to Fire 

s 

Restore All 

s 

Uiipetrify 

S 

Restoration of Spirit 

s 

Home 

- 


\ 5 Tli rns orttf ortfmv stone 

10 one enemy to sleep 
10 Frevents !o}i»lca] tlviiikir^ 

4 enemy's accuracy 

7 Limits enemies' iiccLiiracy 

4 Limits enemy's defense 
7 Limits enemies' ti etense 
4 Limits enemy's accuracy 
7 I.imits enemies'aecijfacy 

4 l.imits etiemy's attack 

7 Limits enemies'attack 
2(1 Sacrifices player's strength 
O'! Retreat, to regroup 

5 Attack psrry Increased 

5 Defense strenglli increased 

5 A ttack accuracy ijicrea snd 
5 AI lack strength i ncreased 
4 Changes attribute 
4 Changes attribute 
4 Changes attribute 

4 Changes attribute 
10 Rt'stores to orcginal slate 

4 Counters l^ctri^y Sfjel I 
50 Restores all of the Spirits 

5 Return to village 
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Hal America 
Limited 
Warranty 

Hal America Inc. (HAl) warj’aiits 
to (ho original pumhaseir of ill is 
HA] software ]>i’odLii.t ihai ihe 
Jiiediinn on which itiis eornputer 
pRXlLiCl JK rceyrtied iii free fn.>m 
defers in materia is and wortiinan- 
ship for ft period of 9D Jays iVom 
Ihc date of purchase. 

Hal .America has made arrange- 
metiis wiih mosi retailers to enable 
cusiiojners ir> return defer;live Garno 
Pak s ic'3 plsice tjf pLcrchasc within 90 
clays yf dale of purchase. If you are 
tioablc to obtain satisfaclion. your 
Game l^aV may lie returned lo 1 lal 
America under rnosLcircurit- 
itances. 

iiT Order lo receive this service^ you 
must first call Customer Service ai 
Hal America, (5f)3) 644-4117. If 
the customer Ser\'ice Re]>reseriL- 
ative is unable lo solve youi' pRiib- 
tem by phone, and your Gannc Fak 
is judged to be defective, you will 
be: rssiu^d a Rclurii .Antliorizaticm 
Number (R.A.) Record tiiis iitmiber 
on Ihe ouisiile ^lackaging yf yoitr 
Game Pak and send, freight pre- 
j.>aid ami insLired for loss and dam¬ 
age, along with your liales slip or 
simi lar proof of purchase, lo; 1 iai 
America, 7K73 S-.W. Cirrus Dr. 2.S- 
F, Beaverton, OR 97{Ki5. Tf your 


Game Fak is judged (o be rleiec- 
live. you will lie sem a new Game 
Pah. Game Piika i:e..sied aud judged 
to be in go£al worki rtg ortUir wi] I be 
returned to the ouslonicr. Hal 
America will not be resjKinsible for 
any Game Paks not received ai the 
abcfve address, noiwill any Game 
Pak ho accepted by H.Af wiihoiit a 
prior assigned R.A. number. 

This warranty is not applicable lo 
normal wear and fear.This warrari- 
ty shall not bo applicablo if Elio 
defecE in the software ]ia.s arisen 
through abuse, unreasrmablc use. 
[insireiiimont yr ncglecl. 

This warratily is in Lieu of all other 
warranties and no other representa¬ 
tions oroLahns of ary miturc shall 
he biiiding orobUgaic HAL Any 
Ltnijlied warranties applicable to 
this software product, imfclndiiig 
warranties of inerchanlability amt 
fitness fora particular purpose, are 
limited to the yo day period 
de.scrilvicl almve. In noevem wifi 
HA I be liable for any special inci- 
dental, or coiiseiitieniia] damaj;e.s 
■resulting from possession, use or 
maltiinctiort of Ebis EIAI sol'lwiire 
pmdnct. 

Some states Je not aliow [intita- 
uons on duration of an tmplted 
warranty or cxcltisioirs or ILtiiiia- 
tions of tncideiual or conseriueniiul 
damages, ho lIk above limiiations 
and/or esclusions of liabilily may 
noi apply lo you. This warranty 
gives you speeific rights, and you 
may have other righis whicb vary 
from state to slate. 
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Copyright and TM 1992 
HaKXmerfca 
All Rights Rjeserved 

information on Hal America games a 
other Funatif products please call us a 
y (503) 6444117 
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